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COUrorsnv'EALTH  O?  PE^I^■ISYLVA^:IA 
STATE  PLAI^INING  BOARD 
DEPAIITISNT  OF  COIItlERCE 


Suggested  Ilaterial  for  Recreation  Leaders 
in  the  Administration  of  the 


PLAYGROUND  PROGRAM 


Bulletin  IV 


PLANNING  FOR 

PLAYGROUND  AREAS  AND  FACILITIES 


SUGGESTED  STAIvTOARDS 


Type  of  Area 

Location 

Size 

Aee  Group 

Tot  Lot 

Serve  radius 

^ mile 

■5  - 1 acre 

2-8  yrs 

Neighborhood  Playground 

tt  It 

^ mile 

3-5  acres 

8-14  yrs 

Youth  O'  Adults 

Limited  Activity 

Playfield 

It  It 

1 mile 

8-12  acres 

Youth  &■  Adults 

NEIGHBORHOOD  PLAYGROUPS 

The  neighborhood  playground  should  be  of  sufficient  size  to  accomnodate 
a variety  of  activities  for  various  age  groups. 

Make  multiple  use  of  as  much  of  the  area  as  possible. 

Provide  space  for  smaller  children  away  from  active  games  and  sports. 
Remember  that  children  love  beauty  (provide  for  trees  and  shrubbery) 
Playgrounds  should  be  located  as  near  to  centers  of  population  as 


possible. 


Play  areas  adjacent  to  highways  and  railways  should  be  fenced  for 


safety  purposes. 


In  locating  a play  area  avoid  the  need  for  crossing  highways  and 

railways , 


Be  Sure  To  Provide  For: 

V/ater  and  facilities 

Shelters  and  storage  building 

Tables  and  benches 

Facilities  for  water  play 

Sand  and  sandboxes 

Apparatus  - swings,  slides,  etc. 


Athletic  Equipment 
Arts  and  Crafts 
Music  and  Drama 
Table  Garnes 
Special  Events 


NOTE:  Locate  apparatus  away  from  the  norm.al  travel  of  children. 

Apparatus  and  equipment  should  be  inspected  each  day  and  all  needed 
repairs  made  immediately.  Both  as  a precautionary  safety  measure  and  to  avoid 
undesirable  public  sentiment  and  possible  liability  suits,  complete  inspections 
of  equipment  and  facilities  should  be  made  every  x^reek. 


SUGGESTIOriS 

FOR 

PLAYGROUrn  ADIIIRISTRATIOH 


STAFF  ORGANIZATION 


The  Director  of  the  playgroiind  is  the  central  authority  of  the 
groijnd,  Ne  is  responsible  for  the  conduct  of  the  boys*  activities  when 
on  the  ground,  but  should  know  and  help  in  the  guidance  of  all  playground 
activities  of  both  boys  and  girls* 

All  requests  for  special  activities  such  as  picnics,  inter- 
playground games,  guest  days  for  both  boys  and  girls  should  be  initialed 
by  the  Director  of  the  plaj'-ground  before  being  presented  to  the  supervisors. 

Before  definitely  setting  dates  for  special  activities,  such  events 
and  dates  should  be  discussed  by  the  entire  playground  staff  to  avoid  possible 
conflict  between  boys*  and  girls*  activities. 

At  no  time  should  the  playground  be  id.thout  supervision,  Playleaders 
are  conducting  an  outdoor  program  and  should  at  all  times  be  on  the  ground. 
This  holds  good  also  for  the  "free  play”  periods. 

The  playleaders  should  at  all  times  be  in  evidence. 


DPvESS 


Playleaders  should  dress  in  a manner  befitting  a playground  worker. 
For  the  men,  Idiaki  trousers  and  shirts  or  white  ducks  and  vdiite  shirts  make 
a very  good  appearance.  Sports  shoes  or  heavy  leather  shoes  are  advisable. 
For  the  v/oraen,  low-heeled  shoes,  and  practical,  simple,  inexpensive,  con- 
servative apparel  are  best.  Smocks  are  practical.  Regulation  street  hats, 
high  heels,  gloves,  etc  are  decided  misfits  on  a playground. 

A whistle  is  an  absolutely  necessary  piece  of  equipment  to  a 
playleader.  The  ^diistle  should  be  worn  around  the  neck.  The  children* s 
respect  for  an  response  to  the  playleader* s whistle  is  indicative  of  his 
power  to  discipline. 
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SCHOOL  BUILDINGS  ey  EQUIPIIENT  FOG  PLAYGROUND  USE 


Directors  mil  be  given  keys  for  the  rooms  which  are  assigned 
for  meetings  of  special  classes  or  activities.  These  are  the  only  class- 
rooms the  playground  workers  should  enter,  and  they  should  be  kept  locked 
vdien  not  in  actual  use.  Under  no  conditions  should  the  school  office  be 
used. 


Toilets  in  the  school  buildings  are  to  be  used,  but  it  is  better 
to  keep  the  building  locked  at  all  times  and  have  periodical  toilet  hours 
mth  supervision  of  entrance  to  an  exit  from  the  building.  Girls  and  boys 
should  have  different  hours.  Permission  to  use  the  toilets  should  never  be 
refused,  Playleaders  should  use  judgment  about  these  special  off-hour 
privileges. 

Needed  plumbing  repairs  should  be  telephoned  to  the  maintenance 
department  immediately. 

At  no  tine  is  day  school  equipment  of  any  kind  to  be  used  mthout 
specific  permission. 

School  furniture  is  never  to  be  taken  out  on  the  grounds. 

The  doors  to  the  schoolhouse  should  at  all  tim.es  be  locked.  The 
same  is  true  of  mndov/s  of  rooms  when  not  in  use. 

Doors  should  periodically  be  checked  during  the  day.  Before 
leaving  the  grounds  at  night  the  playleader  should  m.ake  the  rounds  of  the 
building  and  check  every  door. 

All  lights  and  the  water  should  be  turned  off  every  evening. 

SCHOOL  TANITOB 


Play  areas  on  school  grounds  are  cleaned  and  maintained  by  the 
playleader,  However,  it  is  essential  that  each  playleader  cooperate  mth 
the  janitor  of  the  school  building.  The  Director  should  discuss  with  him 
the  location  of  room  for  the  supply  cupboard,  as  well  as  the  rooms  to  be 
used  for  special  classes  and  activities,  for  playleaders,  office,  and  for 
emergency  indoor  activities. 

The  Assistant  Director  is  urged  to  cooperate  v/ith  the  janitor,  for 
his  advice,  on  care  of  the  grounds  and  building,  mil  be  valuable.  Permission 
may  be  obtained  from*  the  janitor  for  the  use  of  the  hose  and  occasionally 
certain  special  cleaning  implemients  which  he  has.  Under  no  condition  should 
playleaders  take  janitor  supplies  mthout  first  discussing  the  matter  with  the 
janitor. 
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PUYGR0U1!D  DISCIPLi:!E 


Lav/  and  order  are  absolutely  necessary  on  a playground.  They  can 
best  be  promoted  by  an  interesting,  consistent,  well-organized  program  carried 
out  with  enthusiasm  and  sincerity. 

It  requires  constant  vigilance  to  keep  a playground  free  from  the 
follo\/ing:  undue  yelling;  loud  talking  and  calling;  unbecoming  language; 
wrangling;  "horseplay”;  loafing  and  smoking;  squirting  ^/ater;  defacing 
property;  climbing  fences,  fire  escapes,  buildings  or  trees;  running  into 
and  through  shrubbery;  hanging  around  recesses  of  the  building^,  in  adjoining 
alleys  or  on  street  corners  and  sidewalk, 

Playleaders  should  feel  concern  for  ^diat  goes  on  beyond  lot  lines 
of  their  grounds. 

An  unfailing  policy  for  a playleader  in  m.atter  of  discipline  is  — 

"Fidi:  Kiror^ESS  aid  iiiid 

Real  playground  discipline  and  spirit  comes  from  the  boys  and  girls 
themselves,  A feeling  of  pride  and  o\mership  instilled  in  them  will  bring 
with  it  a feeling  of  responsibility  and  a concern  for  the  appearance  as  well 
as  the  spirit  of  their  playground.  This  feeling  of  o^mership  should  go 
beyond  the  children,  it  should  extend  through  the  community.  Fathers  and 
mothers  should  be  enlised  as  visitors,  helpers  and  officials  in  special 
activities  and  best  of  all  in  play  participation. 

The  friendship  and  cooperation  of  the  police  officers  of  the  beat 
should  be  cultivated.  This  includes  the  day  and  night  officers  on  the  beat, 
the  sergeants  and  the  squad  car  officers. 

Their  acquaintance  should  be  made  the  first  week  of  the  season.  They 
should  be  invited  to  visit  the  playgrounds.  The  program,  its  aims  and  values 
should  be  explained  to  them.  They  should  be  told  about  special  events. 
Expression  of  appreciation  of  their  cooperation  should  not  be  neglected. 

Police  officers  often  have  problems  in  v/hich  playleaders  can  offer 
help.  They  should  alv/ays  stand  ready  to  cooperate  to  the  utmost  degree. 

No  child  should  ever  be  expelled  from  the  playgrounds  by  a play- 
leader.  Temporary’"  suspension  may  be  resorted  to  but  should  be  used  as  a 
last  resort.  Should  a playleader  feel  that  an  individual  should  be  permanently 
denied  the  use  of  the  playground  for  the  welfare  of  the  others,  such  cases 
should  be  reconmended  to  the  main  office  for  consideration. 

Playleaders  should  never  lay  hands  on  an  individual,  not  even  lead 
him  from  the  grounds  by  the  arm.  Should  serious  situations  arise  which  cannot 
be  controlled  without  assistance,  playleaders  should  not  hesitate  to  call  upon 
the  police. 

Bicycles,  coaster  v/agons,  scooters  and  other  ^dieel  toys  should  not 
be  ridden  on  the  playground.  This  is  a safety  measure. 
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Playground.  -Biscipline 


Dogs  unless  muzzled  are  not  to  be  allowed  on  the  grounds.  If 
necessary  make  every  effort  to  get  in  touch  with  the  owner  of  the  dog  and 
ask  that  his  dog  be  tied  or  muzzled, 

DAILY  PUYGROUMD  PROCEDUDE 


I,  General  Facility  Preparation 

(a)  All  equipment  and  play  aread  inKpected  and  readied  for  use, 

(b)  Open  and  check  water  fountains,  toilet  and  activity  areas, 

(c)  Arrangement  of  bulletin  boards, 

II,  Program 

(a)  Informal  flag  raising  cercnrony  to  start  day, 

(b)  Group  gatherings  to  infonaally  plan  with  participants, 

(c)  Organized  and  scheduled  activities  started  on  time, 

(d)  Emphasize  lovir-organized  activities  for  smaller  children  and 
free  play  for  others, 

(e)  Adequate  pre-preparation  for  special  event  programs, 

(f)  Afternoon  programs  to  include  both  the  low-organized  and  high- 
organized  games  with  occasional  special  events, 

(g)  Evening  programs  should  include  family  recreation,  adult 
activities  and  an  occasional  dramatic  and  colorful  highlight 
of  interest  to  the  community, 

III,  Closing  Procedure 

(a)  Close  down  play  areas  gradually  - beginning  with  the  youngest 
and  working  toward  the  activities  for  adults, 

(b)  Encourage  the  children  through  organized  projects  and  citizenship 
training  to  turn  in  equipment  and  keep  grounds  clean, 

(c)  Because  play  equipment  is  considered  ”an  attractive  nuisance”  it  is 
good  procedure  to  lock  it  or  remove  parts  to  discourage  use  after 
hours, 

(d)  Insist  on  all  children  leaving  the  play  area  when  activities  are 
finished.  Secure  police  cooperation  in  this  matter  if  necessary, 

IV,  General  Suggestions 

(a)  Take  daily  attendance  during  the  ”peak  load”  of  each  session, 

(b)  Keep  records  and  information  useful  for  end-of-season  playground 
report, 

(c)  Keep  playground  scrapbook  for  news  clippings  and  photos. 
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CARING  FOR  PLAYGROUND  ACCIDENTS 


Accidents  are  demoralizing  and  exceedingly  harmful  to  the 
effectiveness  and  the  popularity  of  the  playgrounds.  They  are  sometimes 
unavoidable,  but  many  can  be  prevented  by  proper  supervision  and  training 
of  the  children. 

In  case  of  broken  limbs  or  a serious  accident,  an  ambulance 
should  be  called  to  take  the  injured  to  a hospital.  Parents  are  to  be 
notified  at  once,  Playleaders  should  never  take  a child  to  the  hospital 
in  a private  car  unless  absolutely  necessary.  An  ambulance  is  more 
comfortable  and  conditions  of  transportation  more  favorable,  Playleaders 
should  not  assume  the  liability  of  safe  transportationf, 

Local  doctors  should  not  be  called  unless  directed  to  do  so  by 
the  parent.  It  is  advisable  for  the  local  Recreation  Board  to  arrange  for 
one  or  more  doctors  to  be  on  call  for  Playground  emergencies. 

Should  a child  be  sent  home  on  account  of  illness,  one  of  the 
playleaders,  or  a reliable  older  person,  should  accompany  the  child  and 
stay  with  him  until  the  child  has  been  turned  over  to  the  parent  or  a 
responsible  elder. 

Accidents  should  be  reported  immediately  in  duplicate  on  the 
blanks  especially  provided  for  this  purpose.  Doth  blanks  should  be  mailed 
to  the  main  office  at  once.  Names  and  addresses  of  witnesses  (or  better, 
the  signatures  of  three  witnesses)  to  the  accident  should  appear  on  the 
report.  Reports  should  be  as  detailed  as  possible. 

On  the  report,  the  playleader  should  tell  what  ’.vas  done  - 
whether  first  aid  was  given,  the  ambulance  called,  the  parents  notified, 
the  child  sent  home  and  mth  whom,  and  the  age  and  address  of  the  person 
to  ^vhom  the  care  of  the  child  was  entrusted. 

The  playground  first  aid  kits  should  al\\ra.ys  be  kept  in  supply 
of  all  items.  Kits  should  be  kept  sanitary. 

Cuts  and  abrasions  should  be  treated,  no  matter  how  slight  they 

may  seem. 


The  ambulance  telephone  number  should  be  posted  on  the  cupboard 
door  for  ready  reference,  A supply  of  telephone  nickels  should  always  be 
on  hand. 


General  vigilance  should  at  all  times  be  kept  for  skin  diseases, 
whooping  cough,  etc.  Suspicious  cases  should  be  reported  to  the  district 
nurse. 
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TEACKINC  GA^^ES 


Leadership 

It  may  be  possible  to  force  children  to  do  certain  tasks  in  the 
school  room,  but  such  methods  do  not  work  on  the  playground. 

Neither  children  nor  adults  can  be  driven  into  leisure  time  or 
play  activities.  Play  to  be  such  in  the  true  sense  of  the  word  must  be 
enthusiastic, 

A playleader  to  lead  must  be  recognized  as  a leader  — such 
recognition  is  based  not  only  upon  professional  ability,  but  upon  respect 
and  friendship. 

Leadership  should  be  intelligent,  and  not  merely  emotional.  It 
must  be  based  upon  psychologr,  pedagogy,  mental  hygiene,  plus  genuine  interest 
in  every  individual  member  of  the  playgroxmd. 

A radiant  enthusiasm  on  the  part  of  the  playleader  is  to  a playground 
vdiat  sunshine  is  to  a garden.  This  enthusiasm  should  penetrate  every  play- 
ground activity,  be  it  a big  league  game  or  a modest  sand  box  creation, 

A true  leader  recognizes  not  only  accomplishments,  but  honest 
effort  and  attempts  — not  only  accon^lishments  of  performance  and  skill, 
but  of  attitude. 

The  wise  playleader  gives  expression  to  his  appreciation.  A simple 
word  of  praise  and  encouragement  goes  a long  way. 

Discipline 

A beneficent  leadership  does  not  imply  a sacrifice  of  discipline  — 
on  the  contrary,  it  results  in  the  highest  type  of  respect  for  playground 
law  and  order. 

Stringent  disciplinary  measures  may  at  times  be  necessary,  but 
should  be  administered  in  accordance  with  play  ideals  and  be  based  upon 
the  laws  of  the  game  — honesty,  welfare  of  the  group,  respect  for  the 
rights  of  others.  No  one  resents  firmness  tempered  with  fairness.  Firm 
kindness  and  kind  firmness  are  the  secret  of  playground  discipline* 

Play 

Just  as  vrork  may  become  play,  so  play  may  become  irksome.  Games 
should  not  be  made  too  serious  — competition  should  not  be  carried  to  the 
danger  point. 
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Game  Program 


The  playground  forecast  has  a definite  purpose,  just  as  has  the 
classroom  lesson  plan.  A forecast  should  be  planned  ^idth  thought  and  care, 
and  then  followed.  It  should  assure  a well-balanced  play  program. 

The  real  playground  with  a thoughtfully  organized  program  offers 
all  types  of  games. 

The  number  of  people  on  a playground  is  not  the  thermometer  of  its 
success.  The  real  test  is  the  percent  of  those  present  actually  engaged  in  play. 

There  should  be  on  a playground  certain  "self  conductors".  Games  which 
run  themselves  after  once  taught  and  equipment  for  which  may  always  be  found 
on  some  playground  spot  sacred  to  them. 

SUGGESTIONS 


Bean  Bag  Board  Duck  on  Rock 

Checkers  Target  Toss 

Horseshoes  Pick-up  Sticks 

The  backbone  of  a good  playground  program  are  Low  Organized  Games, 
Relays,  Combative  Contests,  Quiet  Games,  Sand  Modeling,  and  some  form  of 
Construction  Work.  A playleader  promoting  these  can  quite  safely  be  assured 
of  success. 

Low  Organized  and  Quiet  Games  reach  a high  pitch  of  enthusiasm 
quickly.  If  properly  taught  and  organized,  they  continue  \irithout  the  play- 
leader^s  immediate  presence.  They  have  good  "carry  on"  values. 

High  Organized  games  more  or  less  run  themselves,  and  hold  the 
interest  of  the  participants  a long  time.  They  seem  a perpetual  playground 
feature,  requiring  little  organization  or  close  supervision  of  the  playleader. 
Exclusive  devotion  of  a playleader  to  an  ordinary  baseball  game  is  a waste  of 
time.  Officiating,  in  fact,  may  often  place  him  in  the  light  of  being  partial. 
This  does  not  imply  that  ball  games  in  progress  should  be  ignored.  On  the 
contrary,  the  playleader  should  keep  a careful  eye  and  ear  on  them. 

On  a girls’  program,  the  relationship  between  High  and  Low  Organized 
games  is  reversed.  High  Organized  games  and  close  team  play  need  to  be 
fostered  with  girls. 

Choosing  a Game 


Careful  thought  should  be  put  into  the  selection  of  a game,  Follov/ing 
are  a few  helpful  hints: 

Consider  age,  physical  and  mental  ability  of  the  players. 

Take  weather  conditions  into  consideration.  Avoid  strenuous 
games  in  hot  weather. 
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If  grounds  are  wet,  select  games  which  arc  played  with  wood 
equipment  or  require  no  paraphernalia.  Do  not  use  balls  on 
wet  ground. 

Alternate  a strenuous  game  with  a semi-active  one  — a game 
program  should  not  be  made  an  endurance  contest. 

It  is  ^vell  to  substitute  a penalty  for  elimination.  Elimination 
games  are  apt  to  disperse  the  group. 

Do  not  limit  your  choice  to  games  requiring  a ball.  Feature  games 
which  are  played  \\rithout  equipment  in  order  that  the  children  may 
be  able  to  play  when  no  balls  are  at  their  command. 

Preparation  for  the  Game 

The  playleader  should  know  his  game,  and  know  it  thoroughly.  This 
necessitates  more  than  a mere  reading  of  it.  He  should  know  not  only  what 
he  is  doing,  but  hov/  to  do  it. 

Conduct  of  a game  requires  preparation  on  the  part  of  the  playleader 
just  as  teaching  of  a class-room  lesson  requires  preparation  on  the  part  of 
the  teacher. 

In  addition  to  being  familiar  with  the  description  and  rules  of  the 
game,  the  playleader  should  plan  for  the  location  of  the  game  on  his  ground 
so  that  it  can  be  played  without  being  handicapped  by  other  activities  and 
without  interferring  with  other  play. 

If  it  be  a quiet  game,  he  should  plan  where  players  can  best  be 
located  to  assure  comfort. 

In  preparing  the  game,  study  should  be  made  of  the  play  materials 
needed  and  possible  variations  of  the  same;  for  instance,  bean  bags  for  balls. 
Special  study  should  be  made  of  substitutions  which  would  make  possible  carrying 
the  game  into  the  home  — knotted  towel  in  place  of  ball;  folded  newspapers 
in  place  of  "beater”;  rope  or  water-line  in  place  of  net;  stones  in  place  of 
"ducks”  — "potatoes". 

If  boundary  lines  are  necessary,  they  should  be  definitely  marked  in 
advance.  Play  equipment  needed  should  be  in  possession  of  the  playleader  before 
the  game  is  introduced.  In  other  \irords,  all  should  be  in  readiness  so  that 
vjhen  the  play  group  is  once  assembled  the  gam.e  can  go  on  \idthout  interruption. 

Organizing  the  Game 

A playground  generally  has  a nucleus  of  enthusiastic  children  at  hand 
ready  to  play.  If  the  game  is  begun  with  them,  no  matter  hov7  small  the  group 
may  be,  others  seeing  a good  time  in  progress  \idll  soon  join  the  group. 

If,  however,  there  seems  to  be  an  indifference  on  the  ground,  curiosity 
will  prove  a splendid  spur.  It  can  readily  be  aroused  through  making  prepara- 
tions for  the  game,  such  as  marking  boundary  lines,  setting  up  play  material  in 
a conspicuous  location,  etc,,  giving  the  preparations  an  air  of  importance.  It 
is  quite  certain  that  at  least  one  child  will  come  and  ask,  "'vliat  are  you  doing?" 
Ey  enthusiastically  talking  and  explaining  to  him,  beginning  play  with  him,  he 
can  be  made  not  only  a nucleus,  but  a magnet, 
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Explaining  the  Game 


Playleader  should  take  a position  so  he  can  be  seen  and  heard  by  the 
entire  group.  Undivided  attention  of  the  group  should  be  secured  before 
beginning, 

Playleader  should  be  enthusiastic  in  nianner  and  voice. 

Explanations  should  be  made  interesting.  This  is  a salesmanship 
proposition. 

Instructions  should  be  brief  as  possible.  Minor  matters  ivill  iron 
themselves  out  in  play. 

If  needed,  demonstrations  should  be  made  \d.th  one  or  more  players. 

The  most  enthusiastic  and  brightest  players  should  be  used  for  this  purpose. 

The  slower  ones  v;ill  “catch  on“  after  play  is  in  progress. 

Before  actually  beginning  play,  playleader  should  make  sure  that 
everyone  understands  the  fundamentals  of  the  game.  It  is  well  to  conclude 
the  explanation  with  a chance  for  asking  questions.  Lengthy  and  dull  periods 
of  explanation  are  an  aggravation.  The  ball  should  be  set  a-rolling  as  soon 
as  possible. 

Conducting  the  Game 

It  may  be  necessary  for  the  playleader  to  take  part  in  the  game  in  order 
to  get  it  started.  If  so,  he  should  take  a minor  part  in  an  inconspicuous 
position  so  that  he  can  gradually  eliminate  hir.iself  v/ithout  notice,  thus 
freeing  himself  to  organize  another  game. 

Thus  leaving  a game  does  not  impl^r  forgetting  it.  The  playleader  should 
circle  about  among  his  play  groups,  \\raitching  their  progress,  their  state  of 
interest,  the  play  of  individuals,  pepping  up  the  gam.e  with  suggestions  and 
remarks,  praising  skillful  plays,  correcting  faulty  ones,  quietly  encouraging  and 
helping  poorer  players. 

He  should  analyse  the  game  for  possible  improvements  through  variations. 
Often  a slov/  game  can  be  speeded  up  through  an  additional  ball,  bean  bag, 
chaser,  or  “it“, 

A game  should  be  ended  before  players  tire  of  it.  This  is  best  done 
by  introducing  the  group  into  a nev/  game, 

A game,  as  well  as  an  entire  playground,  reflects  the  players*  pep. 
Enthusiasm  on  the  part  of  the  playleader  helps  to  make  play  snappy  and  vigorous. 
Childred  should  be  trained  to  play  v;ith  enthusiasm,  concentration  and  earnest 
effort.  Play  is  the  irork  of  childhood.  Play  habits  v/ill  be  carried  over  into 
work. 

At  the  Close  of  the  Garae 

One,  or  better,  two  players  should  be  asked  by  the  playground  v;orker  to 
bring  to  him  personally  the  play  material  v;hen  play  is  ended,  and  report  the 
score  and  anything  of  interest  about  the  game.  The  v/ise  playleader  v/ill  make 
much  of  the  latter. 

Play  m.aterial  sho’ild  never  be  allov/ed  to  lie  deserted  on  ::he  ground 
after  the  game  is  over.  Material  thus  lying  around,  easy  of  access,  makes  for 
lax  organization,  - 9 - 
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Studying  the  Individual  Child 


The  playleader  should  not  think  of  his  playground  as  a mass,  but  as  a 
group  of  individuals,  each  one  Acith  individual  possibilities  and  needs.  He 
should  be  especially  on  the  look-out  for  the  timid  child.  Timidity  is  often 
misinterpreted  as  play  laziness.  The  timid  child  needs  special  attention.  He 
cannot  be  forced  into  the  group.  Over  enthusiasm  may  drive  him  aAvay,  The 
first  requisite  is  that  the  playleader  get  the  child *s  confidence;  interest 
him  passively  by  occasionally  being  a spectator  Avlth  him  of  some  game.  It  is 
vrcll  to  make  his  first  activity  some  individual  vork  such  as  puzzles,  tricks, 
apparatus  stunts,  individual  coaching  devices.  His  efforts  should  be  quietly 
noticed  and  praised,  and  occasionally  called  to  the  attention  of  others. 

Through  gradual  development  he  i/ill  become  a member  of  a group  game.  Teaching 
a timid  child  to  make  social  contacts  and  hold  his  OAvn  Ad.th  others  is  one  of 
the  greatest  joys  that  can  come  into  the  life  of  a playleader. 

Just  as  a timid  child  should  be  brought  out,  so  the  forvrcird  child 
should  be  taught  forgetting  of  self  for  the  sake  of  others. 

Interest  in  individuals  is  Avhat  makes  playground  ivork  interesting, 
Airorthv;hile,  and  of  true  satisfaction,  A playleader »s  job  consists  of  more  than 
playing  A/ith  children.  He  must  teach  children  ivhat  to  play,  and  above  all, 
he  must  teach  them  hoA\r  to  play,  so  that  through  their  play  they  may  groA/ 
stronger  and  richer  physically,  mentally  and  spiritually. 
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CAIIES  FOR  ONE  OR  TW3  PUYERS 


MILL 


BOARD  - 18  men  2 - PLAYERS 

Each  player  has  nine  men,  each  player  having  a different  color. 

Players  take  turns  alternately,  placing  a man  on  an  intersection 
of  lines.  The  object  is  to  get  a %iill”  that  is  three  men  in  a row.  A 
mill  must  run  horizontally  or  vertically  on  a line.  It  can  not  lay  diagonally. 

V/hen  a player  has  formed  a mill,  he  may  take  one  of  his  opponent's 
men.  This  is  called  ’’pounding”.  A player  can  not  take  a man  v,hich  forms 
part  of  a mill  unless  no  other  piece  is  available. 

When  each  player  has  placed  his  nine  men  play  talces  the  form  of 
moving,  it  still  being  the  object  to  make  mills, 

A man  must  always  be  moved  on  a line.  Diagonal  moving  is  not 
allowed.  Moves  may  be  made  only  from  one  intersection  to  the  next  one, 
Everytime  a mill  is  made  or  remade  after  opening  it,  the  player  may  ”po\md”. 

I'Jhen  a player  has  been  reduced  to  three  men  he  may  ”jianp”;  that 
is,  he  may  put  a man  from  any  part  of  the  board  to  any  other  part  of  the 
board. 


Player  reduced  to  two  men  loses  the  game. 

Bottle  tops  or  colored  stones  may  be  used  as  men. 
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NEUrOMS 

(active) 


1 Volley  Ball  Net 
1 Basketball 


Boys  or  Girls 
4-16  players 


Field 


Regulation  volley  ball  court,  60  feet  x 30  feet,  with  a net  across 
the  center  of  the  court  with  the  top  of  the  net  not  over  6 feet  6 inches 
above  the  ground. 

Teams 


Tvro  teams  of  equal  number,  one  on  each  side  of  the  net. 

Object  of  the  Game 

To  see  which  team  can  score  more  points  in  tMO  halves  of  8 minutes 
each  or  which  team  can  score  25  or  50  points  first,  regardless  of  time. 

Handling  the  Call 

One  team  puts  the  ball  in  play  by  throwing  it  over  the  net  to  the 
opposing  team.  The  ball  must  be  thrown  from  xirhere  it  is  caught  v/ithout 
taking  any  steps,  A player  must  not  hold  the  ball  longer  than  3 seconds; 
must  not  bat  or  kick  it. 

Point  Scored 


When  the  ball  is  thrown  over  the  net  and  lands  in  the  opponents 
court  on  the  ground, 

Wien  a team  commits  a foul,  a point  shall  be  scored  to  the  other 

team. 

Fouls 

1^/hen  the  ball  is  throim  under  the  net. 

When  the  ball  hits  the  net, 

Viflien  a player  drops  the  ball  to  the  ground, 

T\5ien  the  ball  is  throim  out  of  bounds, 
l\lhen  a player  steps  over  the  boundary  lines. 

Vi/hen  a player  holds  the  ball  more  than  three  seconds. 

When  a player  walks  with  the  ball  in  his  possession,  three  such 
violations  by  a team  constitutes  one  foul. 
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I^at  Should  Be  the  Names  of  Their  Wives? 


An  Oysterman’ s 

Laivyer ’ s 

Bookkeeper’s 

leaver’s 

Capitalist’s  

Dancer’s  

Chemist’s  

Civil  Engineer’s 

Gambler’s  . •.••••••4 

Clergyman’s  

Slioemaker ’s 

Sexton’ s 

Porter’s  

Milliner’s  

Pianist’s  

Life  Saver’s  

Upholsterer’s 

Doctor’s  

Bass  Singer’s  

Fisherman’s  

Gas  Man’s  

Marksman’s 

Marksman’s 


- 13  - 


I-  • 


A MAGAZINE  CONTEST 


Questions  Answers 


1,  One  hundred  years  Century 

2,  Santa  Claus  Saint  Nicholas 

3*  A Noted  Fairy  Puck 

4,  Decider  of  Justice Judge 

5,  Sailors » Hoodoo  Black  Cat 

6,  A prospect  Outlook 

7,  1^/hat  to  cling  to  Life 

8,  A citizen  of  the  world  Cosmopolitan 

9,  A boy’s  jackknife  Youth  Companion 

10,  Hash  Review  of  Reviews 

11,  Prosperity  Success 

12,  Money  the  trusts  wants  Everybody’s 

13,  The  suburbanite  Country  Gentleman 

14 , The  flag  we  are  proud  of  American 

15,  \i/hat  should  take  every  year  Vacation  Days 

16,  The  coming  man  American  Doy 

17,  IVhat  every  girl  should  be  accomplished  in  Good  Housekeeping 

18,  A beautiful  sight • Sunset 


GA1‘IE  OF  UNITED  STATES 


1.  Is  the  cleanest  Wash, 

2.  Is  the  most  religious  ....••  Mass. 

3.  Never  forgets  itself  He, 

4.  Saved  Noah  and  family  Ark, 

5.  Is  a physician Md. 

6.  Is  a grain  R.I, 

7.  Seems  to  be  in  poor  health  Ill, 

8.  Is  an  exclamation  0, 

9.  Is  a parent  Pa. 

10.  Is  to  cut  long  grass  Mo. 

11.  Is  to  study  carefully  Conn. 

12.  Is  a number Tenn. 

13.  Is  a m.etal  formation  in  itself  Ore. 

14.  Is  the  happiest  Ga. 

15.  Is  not  married  Miss. 


All  questions  are  answered  by  using  the  abbreviation  of  some  State  in 
the  United  States,  Name  the  State, 
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ONE  OUT 
(Strenuous) 


(Boys  Only) 
5-15  players 


’■/ooden  Pins 

Arrange  the  wooden  pins  in  a straight  line,  pins  about  13 
inches  apart.  Have  one  pin  less  than  the  number  of  players.  Line  up 
the  players  in  a straight  line,  shoulder  to  shoulder,  parallel  to  the 
line  of  pins  and  back  40  feet  or  more  from  the  pins.  At  a given  signal 
all  players  make  a dash  for  the  pins;  that  player  failing  to  get  a pin 
is  eliminated  from  the  game.  Pins  are  set  up  again  by  the  players,  the 
game  director  taking  one  pin  away  so  as  to  have  one  pin  less  than  the 
number  of  players  running.  After  each  dash  for  the  pins,  this  same 
procedure  is  followed  until  only  one  pin  is  left  for  the  two  players. 
The  player  getting  the  last  pin  is  the  winner  of  the  game, 

X 

X 

P X 

I X 

M X 

S X 

X 


ROMEAPvDMENT  ' 

(Active) 

Wooden  Pins  2 or  3 inflated  balls  (Boys  Only) 

16-40  players 

Mark  out  a circle  about  20  or  30  feet  in  diameter;  then  mark 
out  a second  circle  whose  diameter  is  about  8 feet  greater  than  the  first 
circle,  using  the  same  central  point  for  both  circles.  Place  10  or  15 
pins  in  the  smaller  circle.  Divide  the  players  into  two  equal  teams, 

©ne  team  is  placed  on  the  defensive,  2 players  standing  within  the  smaller 
circle  guarding  the  pins  and  the  other  defensive  players  stand  around 
the  outside  of  the  smaller  circle  but  within  the  larger  circle.  The 
offensive  team  surrounds  the  defending  team  outside  of  the  larger  circle 
and  throws  inflated  balls  at  the  pins  in  an  effort  to  knock  them  down. 

The  defending  players  attempt  to  catch  the  balls  and  defend  the  pins. 

As  the  defense  comes  into  possession  of  blocked  or  caught  balls,  they 
are  tossed  into  the  guards  in  the  inner  circle,  vdio  throw  themi  in  any 
direction  as  far  as  possible.  The  offensive  team  must  recover  the  balls 
and  then  continue  to  throw  at  the  pins,  A referee  keeps  time,  playing  2 
or  4 minute  quarters.  At  the  end  of  each  quarter,  the  defending  team 
changes  to  the  offense  and  the  offensive  team  takes  up  the  defending 
position  within  the  circles.  At  the  close  of  the  fourth  quarter  the 
team  having  knocked  down  the  most  pins  is  declared  the  winner.  If  all 
the  pins  are  knocked  down  before  a quarter  is  completed,  the  referee 
shall  call  time  and  set  up  all  pins  and  game  continue  until  quarter  is 
completed. 
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FLYING  DUTCHMAN 


Single  circle,  all  holding  hands.  One  set  of  partners  are 
runners.  The  two  runners  run  around  the  circle  keeping  hold  of  hands, 
^vhile  running,  one  of  the  runners  tags  the  joined  hands  of  two  players 
standing  in  the  circle.  The  ones  tagged,  retaining  their  hand  clasp, 
start  around  the  circle  in  the  opposite  direction.  The  two  sets  of 
partners  attempt  to  gain  the  vacant  place.  The  set  failing  becomes  "it” 
and  the  game  goes  on.  Runners  should  pass  each  other  to  the  right. 


CALL  BALL  (or  SPUD) 

All  players  but  one  form  a circle.  The  extra  player  stands  in 
the  center  of  the  circle  with  a volleyball  or  a soccer  ball.  Me  tosses 
it  high  into  the  air  calling  the  name  of  a player.  The  player  must 
catch  the  ball  before  it  bounces.  If  he  does  he  becomes  leader.  If 
not,  he  returns  to  his  place.  Small  children  may  be  permitted  to  catch 
the  ball  on  the  first  bounce, 

A variation  of  this  game  may  be  played.  The  ball  is  tossed  up, 
a player  called,  and  while  the  player  catches  the  ball  the  other  players 
scatter,  When  the  player  has  caught  the  ball  he  calls  "STOP",  All 
players  must  stop  \Aere  they  are,  upp"  stands  \diere  he  caught  the  ball 
and  either  rolls  it  or  throws  it  at  somie  player,  aimdng  below  the  waist. 
Players  may  dodge  by  bending  the  body  but  must  not  move  the  feet,  A hit 
player  becomes  "it".  If  the  player  misses,  he  is  "it"  again. 


BEAST.  BIRD  OR  FISH 


The  players  stand  or  sit  around  a circle  with  one  in  the  center 
This  one  says  "beast,  bird  or  fish",  and  then  throws  a Icnotted  handkerchief 
at  one  of  the  players,  shouting  "bird"  (or  "fish"  or  "beast"),  beginning 
at  once  to  count  ten.  The  player  hit  must  then  give  the  name  of  a bird 
before  the  count  is  ended,  or  pay  a forfeit.  If  this  player  loses,  he 
must  stand  in  the  center  also  and  throw  the  handkerchief  next  time.  No 
names  of  birds,  beasts  or  fishes  may  be  repeated. 
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HOW  TO  COMDOCT  A TOURNAl-IEMT  OR  CONTEST  ON  A PL\YGROLRID 


TALK  - jolly  them  along  - coach  them  - shov;  them  their  faults. 

Encourage  them  all  of  the  time.  This  \/ill  serve  to  keep  you 
more  interested  also. 

STAJID  UP  - the  physical  attitude  taken  by  the  Director  is  often 
reflected  in  the  boys, 

KEEP  A PUCOPd)  - post  this  record  or  a copy  of  it  on  the  bulletin  board. 

Boys  love  to  see  their  names  in  black  and  x;hite, 

GIVE  SVEPvYBODY  A CHANCE  - be  square  and  just!  Carefully  evaluate  every 
attempt  if  possible,  (some  of  the  boys  can  do  this  for  you). 

Encourage  them  to  try  to  beat  their  own  records. 

PRAISE  THE  WINNERS  - praise  is  the  oil  that  keeps  the  playground  machinery 
moving  smoothly, 

ONE  BOY  - is  enough  to  start  x/ith.  Others  x-/ill  come  and  join  you  if  you 
follox/  the  above  directions, 

DEMONSTRATE  - very  little.  This  is  the  child’s  party.  You  x/ill  need  your 
pep  for  the  rest  of  the  day, 

IT  CAN  BE  DOI^  - don’t  act  as  though  you  doubt  it! 

OFFICIALS  - have  the  boys  act  as  officials.  The  playleader  should  supervise 
the  event.  Boys  delight  in  officiating  as  starters,  judges,  and 
scorers.  They  delight  in  being  called  by  official  titles.  Scores 
should  be  recorded  and  announced  as  events  are  completed. 
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BOY»S  STUNT  MEETS 


THE  EVENTS 

Eacki^^rd  Overhead  Basketball  Throv/ 


Use  a tv/o-inch  take-off  line.  The  contestant  must  stand 
behind  this  line  v/ith  his  back  toward  the  direction  of  the 
throw.  The  ball  is  grasped  id.th  both  hands,  svmng  do^m 
between  legs,  and  cast  overhead  on  the  rise.  The  ball  must 
be  delivered  from  a standing  position;  no  step  or  hop  being 
permitted  previous  to  the  final  svm.ng.  Any  part  of  the  body 
on  or  across  the  take-off  line  constitutes  a foul.  Each 
contestant  shall  be  allowed  three  trials. 

Stick  the  Peg 


Holding  the  peg  in  either  hand,  hop  off  either  leg  landing 
on  the  same  leg;  no  step  or  steps  being  allowed  previous  to  the 
above  described  take-off.  Then  reach  fon^rard  and  stick  the 
peg  in  the  sand  mound  as  far  from  the  body  as  possible.  Any 
part  of  the  body  touching  the  ground,  except  the  foot  on  which 
the  contestant  is  standing,  constitutes  a foul.  Moreover,  any 
attempt  in  vdiich  the  contestant  attains  balance  at  any  point 
beyond  that  at  xdiich  he  first  made  contact  ^^th  the  ground 
(slide  excepted)  v.dll  be  considered  a loui.  Three  successive 
fouls  constitute  a trial.  Each  contestant  shall  be  allowed  three 
trials. 


Forv;ard  Basketball  Throw 

Use  a tv/o-inch  take-off  line.  The  contestant  must  stand  behind 
this  line  facing  the  direction  of  the  throve.  The  ball  is  grasped 
'i/ith  both  hands  and  svmng  overhead,  and  then  throvm  forv.ard  v/ith 
both  hands  for  distance.  Contestant  nay  not  take  more  than  one 
step  or  hop  in  making  the  throx/,  A part  turn  of  the  body  may 
not  be  used  in  making  the  throx-/.  Any  part  of  the  body  on  or 
across  the  take-off  line  constitutes  a foul.  Each  contestant 
shall  be  allox/ed  three  trials. 

Jump  the  Shot 

Drax-/  tx/o  concentric  circles  (using  tx/o-inch  chalk  lines)  x-/ith  a 
six-foot  distance  betx/een  them.  The  man  designated  as  the 
spinner  of  the  shot  is  given  a light  rope  about  15  feet  in  length 
xi/ith  an  old  rubber  or  slipper  (‘'Shot”)  attached  to  one  end. 

The  “Spinner”  takes  his  position  in  the  center  of  the  circle. 

At  a signal  he  sx/ings  the  rope  around  close  to  the  ground,  so 
that  the  players  have  to  jump  it.  Players  must  remain  x/ithin 
the  six-foot  area  at  all  times,  A player  x/ho  steps  on  or  out- 
side of  the  xv’hite  chalk  shall  be  disqualified,  Likex/ise,  a 
player  x-dio  fails  to  jump  over,  or  is  struck  by  the  shot  or  the 
rope  is  disqualified.  Disqualification  is  elimination,  and  the 
game  continues  until  only  one  player  remains  in  the  game. 
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Base  Runninf^ 


Each  runner  shall  start  from  the  left  side  of  ’’Hone  Plate'* 

(right  hander’s  batting  position)  and  make  the  circuit  of 
the  bases  of  a regulation  softball  diamond  (45  ft,  base  lines). 
Failure  to  touch  a base,  or  home  plate,  at  the  end  of  the  run, 
constitutes  a foul  and  a trial,  Eunners  v;ill  not  be  permitted 
to  use  a sprint  start  or  to  take  any  position  in  which  the  hands 
touch  the  ground.  The  runner  circling  the  bases  legally  in  the 
shortest  time  shall  be  declared  the  \d.nner.  Each  contestant  shall 
have  two  trials. 

Ten  Trips 

Mark  off  a 45-ft,  distance  using  chalk  lines  2 inches  \d.de  and 
about  6 ft,  long.  Place  another  chalk  line  of  similar  dimensions 
half  \fa.y  betx/een  the  end  lines.  Players  may  be  designated  at 
Mo,  1,  2 and  3,  No,  1 and  3 take  their  positions  behind  the  end 
lines;  No,  2 takes  his  position  behind  the  center  line  facing 
No,  1,  Give  IIo,  2 the  ball.  At  the  signal  "GO”,  a 12-inch 
playground  ball  is  to  be  throxm  as  follov/s; 

No,  2 to  No,  1,  No,  1 to  Mo,  3,  No,  3 to  No,  1,  No,  1 to  Mo,  2 

This  constitutes  one  trip.  Ten  trips  are  required.  Players  must 

keep  one  foot  behind  the  line  vdien  throx/ing.  Stepping  over  the 
line  x/ith  both  feet  constitutes  a foul,  A team  x/ill  be  given  t\m 
chances  to  complete  ten  trips;  hox/ever,  if  ten  trips  are  completed 
in  the  first  trial  no  second  one  x/ill  be  given.  Team  failing  to 

complete  ten  trips  in  tx/o  trials  x/ill  be  disqualified, 

TEAM  MEMBERSHIP 

Membership  on  the  Stunt  Meet  team  is  lir.iited  to  boys  who  have 
passed  their  16th  birthday,  Tearx  members  should  be  selected 
through  a series  of  elimination  trials  on  the  playground. 


ENTRY  SHEET 


Each  director  shall  present  an  eligibility  sheet  on  xdiich  shall  be 
listed  the  names  and  addresses  of  the  playground’s  contestants.  This 
entry  sheet  must  be  presented  to  the  Clerk  of  the  Meet  immediately 
upon  arrival, 

PJIGISTRATION  FOR  EVENTS 

As  soon  as  the  entry  sheet  is  filed  x/ith  the  Clerk  of  the  Meet, 
and  name  tags  received,  each  contestant  shall  register  with  the  Clerk 
of  the  event  in  xdiich  he  is  participating, 

RULES  OF  COMPETITION 

Each  playground  shall  be  limited  to  one  competitor  in  each  event 
and  such  competitor  must  not  have  represented  any  other  playground  in 
a Stunt  Meet  during  the  present  year. 
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>IETHOD  OF  SCORING 


Points  vn.ll  be  av;arded  in  each  event  on  the  basis  of  the  nunber 
of  playgrounds  registered  for  that  event.  Thus:  if  there  are  40 
playgrounds  registered  in  an  event,  first  place  scores  10  points, 
second  place  9 points,  etc.  The  playground  team  scoring  the  most 
points  in  all  the  events,  is  the  wirjner, 

ALL  CITY-CIIAIIPIOIISIIIP  MEET 

Not  less  than  10  teams  from  each  sectional  Stunt  Meet  shall 
compete  in  an  All-City  Stunt  Meet  to  decide  the  City  Championship, 

DIRECTOR  TO  ACCOMPANY  TEAM 

The  playground  Director  who  has  an  entrant  for  each  event  may 
accompany  his  team  to  the  Meet,  It  shall  be  his  duty  to  assist  in 
conducting  the  meet  by  officiating  at  such  event  as  scheduled  for 
him  by  the  Supervisor  of  High  Organized  Games, 

STUNT  MEET  SECTIONS  and  SCHEDULES 

The  grouping  of  playgrounds  for  the  sectional  Meets,  dates  and 
playgrounds  at  v/hich  they  v/ill  be  held,  and  the  assignments  of 
playleaders,  to  officiate  the  various  events  v/ill  be  issued  in  a 
special  mir.ieographed  circular, 

RESOURCES  FOR  II^OxRMATION 

Like  all  public  services,  recreation  is  governed  by  laws. 

Therefore,  all  agencies  administering  recreation  places  and  programs 
and  their  personnel  should  knov/  the  lav/s  pertaining  to  recreation, 

A Digest  of  Iav;s  pertaining  to  recreation  may  be  procured  by  witing 
to  the  State  Planning  Board,  Department  of  Commerce, 

For  all  prograr.i  emergencies,  especially  activities  that  v/ill  require 
children  to  travel  off  the  playground  or  involve  the  expenditure  of 
money,  obtain  permission  from,  your  administrative  organization  and 
from  the  parents  of  children  involved. 

For  all  accident  emergencies,  follov/  your  prescribed  policy.  If 
no  accident  policy  has  been  established,  send  for  an  ambulance  and 
notify  child’s  parents. 

For  all  disciplinary  emergencies  that  you  cannot  handle,  call 
your  recreation  agency  superintendent  or  president  for  advice  and 
then  call  your  civil  authorities. 

For  all  general  problems  involved  in  the  promotion,  establishment 
and  operation  of  a public  recreation  program,  the  local  recreation 
agency  or  its  personnel  may  obtain  assistance  from  the  follov/ing 
sources: 
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Your  neighboring  comunities  that  are  sponsoring 
recreation  programs. 


1 


2,  The  recreation  consultant  service  of  the  State 
Planning  Board,  Department  of  Corrmerce,  Harrisburg,  Pa, 

3,  The  Extension  Service  of  the  School  of  Athletics  at 
The  Pennsylvania  State  College,  State  College,  Pa, 

4,  The  National  Recreation  Association,  315  Foorth  Avenue, 
I lev/  York,  ileu  York, 

5,  The  Extension  Education  Division,  Department  of  Public 
Instruction,  Harrisburg,  Pa, 
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